


Main Base (Campaicn Missions) 
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1) CAMPAIGN TRANSPORT SELECTED — Each side has its 
own unique campaign transport. 


2) GIVE 5000 CR — Give Transport 5000 credits from i4 
Main Base. Use the Transport to transfer credits 
between the Main Base and Mission Area. 


3) UNITS — Number of units aboard the Transport 
(10 is the maximum). 

4) STORED MONEY — Amount of credits aboard the 
Transport (5000 is the maximum). 

5) STRATEGIC MAP 


6) OPEN or CLOSE STRATEGIC MAP — Left (ait) + (M) 
7) OPEN or CLOSE MULTIFUNCTION CONTROL PANEL— _ 
Left + 


8) NEXT LAND — Switches between the Main Base and 
Mission Area in single- player campaign. — -O 








ODD Uy ADIPAD W 1s W 14) MENU — Load, Save, or Restart games; make Allian- 


ces; view game Videos and Options; End current game. 





17) DAYS REMAINING — - Displays amount of time remain- 
ing in single-player campaign. 


19) SPACEPORT — Collects and transfers credits for l 
evacuation fleet project. 





END CONSTRUCTION @ CONSTRUCTION 
CURRENT SITE OUT _ SITE WITHIN THE 
MISSION | RANGE OF THE POWER GRID, 
ICON POWER GRID BUT INSUFFICIENT 


POWER 





VEHICLE PRODUCTION CENTER 


Use: Manufactures civilian 


vehicles, i.e., Builders, Repairers, 

Suppliers, Harvesters, and other 
unarmed units. 
Upgrades: Weapon Mount 
(1X), Shield 

NUCLEAR REACTOR 

r Use: Nuclear Reactors 

4 increase the power output of a 

= Power Plant. Press (B) to build 

a Nuclear Reactor. 

Upgrades: Shield 

REFINERY 

. Use: Receives resources 

from Harvesters and converts 


them into credits. 
Upgrades: Shield 


SHIP YARD 


Use: Manufactures all Water 
units. 

Upgrades: Weapon Mount 
(1X), Shield 


LARGE TOWER 
Use: Large defense structure 
that requires power from 
Power Plants. 
Upgrades: Weapon Mount 
(1X), Shield 


PLASMA CANNON 


ee Use: Strategic bombardment. 


Upgrades: Shield 
SHADOW TOWER 


| Use: Generates Shadow 


field to mask units from 

enemy sight. 

Upgrades: Shield 

LANDING ZONE 

Use: Used by the Transport to 
ferry units and credits between 
the main UCS base and mission 
area. (Campaign Missions only) 
Upgrades: Shield 


WEAPONS PRODUCTION CENTER 
Use: Manufactures Land and 
Air armed units. 
Upgrades: Weapon Mount 
(1X), Shield 


ENERGY TRANSMITTER 
Use: Extends the range of a 
power grid. You can place Energy 
Transmitters in any green or blue 
area of a power grid. Press 
to view the power grid. 
Upgrades: Shield 


RESEARCH CENTER 
Use: Center for research and 
technology advancement; 
press for Research 
screen. 
Upgrades: Shield 


Use: Physical barrier. 
Upgrades: None 


FORTRESS 
Use: Heavy defense structure 
that requires power from 
Power Plants. 
Upgrades: Weapon Mount 
(4X), Shield 


HEADQUARTERS 
Use: Can automate functions such 
as research, weapon upgrades on 
structures, unit design and con- 
struction, and base defense. 
Upgrades: Weapon Mount (1X), 
Shield 


TELEPORT 
Use: Allows rapid point-to- 
point transportation. One 
Teleport station required on 
each end of the line. 
Upgrades: Shield 


SPACE PORT 
l Use: Stores resources for 
| use on evacuation project. 
(Campaign Missions only) 
Upgrades: Shield 


POWER PLANT 
Use: Provides power for structures. 
You may add up to four Nuclear 
Reactors to increase the Power 
Plant's power output. Press (B) to 
build a Nuclear Reactor. Press 
to view the power grid. 
Upgrades: Shield 


ORE TRANSPORT BASE 
Use: Refines resources into 
credits and automatically trans- 
ports those credits to the Space 
Port at the main UCS base. 
(Campaign Missions only) 
Upgrades: Shield 


AERIAL SUPPLY DEPOT 
Use: Resupplies units. Requires 
a Condor supply craft to ferry 
supplies to units in the field. 
Upgrades: Shield 


SMALL TOWER 
Use: Small, self-powered 
defense structure. 
Upgrades: Weapon Mount 
(1X), Shield 


PLASMA CONTROL CENTER 
Use: Builds and controls 
Offensive Plasma Cannons. 
Press (B) to deploy up to four 
Offensive Plasma Cannons. 
Upgrades: Shield 


SDI DEFENSE CENTER 
Use: Anti-ballistic nuclear 
missile defense. 
Upgrades: Shield 


TUNNEL ENTRANCE 
= - Use: Permits access to 
ee tunnel complex. These are 
self-powered. 
Upgrades: Shield 








Unit Macros 
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1) SELECTED UNITS 
2) UNIT COMMANDS 


5) START\STOP COMMAND RECORDING — These 
commands will not be carried out until you press 
the Execute Commands button. — (R) 





Unit BUILDER SCREEN 
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11) LEFT & RIGHT ARROWS — Adjust display order of 
units in Production List. 


List. 
13) SAVE — Saves selected unit design for tuture 
use. 


arh a Production List. 





15) ESC — Click to return to game. You can also 
press the key. 





MAIN BASE 
Use: Produces all military and 
civilian vehicles. 
Upgrades: Weapon Mount 
(4X), Shield 


SOLAR BATTERY 
Use: Stores energy from Solar 
Power Plants and discharges 
energy during periods of dark- 
ness or when Solar Power Plants 
don't provide enough energy. 
Solar Batteries require at least 

one functional Solar Power Plant before they 

can discharge their energy. 

Upgrades: Shield 


RESEARCH CENTER 
Use: Center for research and 
technology advancement; press 
for Research screen. 
Upgrades: Shield 


DEFENDER 
Use: Small defense structure 
that is self-powered. 
Upgrades: Weapon Mount 
(2X), Shield 


SDI DEFENSE CENTER 
Use: Anti-ballistic missile 
defense. 
Upgrades: Shield 


SPACE PORT 
Use: Stores resources for use 
on evacuation project. (Campaign 
Missions only) 
Upgrades: Shield 


SOLAR POWER PLANT 
Use: Produces energy for a LC 
base. Solar Power Plants require 
solar cells for energy acquisition 
and are deployed by pressing the 
key. Up to ten solar cells can 
be deployed per plant. 
Upgrades: Shield 


Use: Place over a resource 
field to mine resources. All 
resources within a range of 

two are mined and automatically 
refined into credits. 
Upgrades: Shield 


AERIAL SUPPLY CENTER 
Use: Resupplies units. 
Requires a Mercury supply 
aircraft to ferry supplies to 
units in the field. 
Upgrades: \Weapon Mount 
(1X), Shield 


GUARDIAN 
Use: Heavy defense structure 
that requires power from Solar 
Power Plants. 
Upgrades: Weapon Mount 
(2X), Shield 


WEATHER CONTROL CENTER 
Use: Controls weather to 
produce clear skies, rain, wind, 
lightning, or meteor storms. The 
exact effects available are depen- 
dent on the terrain of the map. 
Upgrades: Shield 


SOLAR CELL 


Use: Collects energy from the 
sun which is then transferred to 
other structures by the Solar 
Power Plant. 

Upgrades: Shield 
ORE TRANSPORT REFINERY 
Use: Refines resources into 
credits and automatically trans- 
ports those credits to the 
Space Port at the main LC 


base. (Campaign Missions only) 
Upgrades: Shield 


LASER WALL 
Use: Laser Walls create energy 
barriers between themselves. 
Select one Laser Wall and then 
left-click another Laser Wall to 
create an energy barrier. 
Upgrades: Shield 


HEADQUARTERS 
Use: Can automate functions such 
as research, weapon upgrades on 
structures, unit design and con- 
struction, and base defense. 
Upgrades: Weapon Mount (1X), 


LANDING ZONE 
Use: Used by the Transport to 
ferry units and credits between 
the main LC base and mission 
area. (Campaign Missions only) 
Upgrades: Shield 








VEHICLE PRODUCTION CENTER 

Use: Manufactures civilian 
vehicles, i.e., Builders, Repairers, 
Suppliers, and other unarmed 
vehicles. 

Upgrades: Weapon Mount 
(2X), Shield 


Use: Place over a resource field 
to mine resources. All resources 
within a range of two are mined 
and carried to a Refinery or 
Transport Base by ore carriers. 
Upgrades: Weapon Mount 
(1X), Shield 





RESEARCH CENTER 
Use: Center for research and 
technology advancement; press 
for Research screen. 
Upgrades: Shield 
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Use: Physical barrier. 
Upgrades: None ? 








er N ae 


PILL-BOX 


HEADQUARTERS 

Use: Can automate functions 
such as research, weapon 
upgrades on structures, unit 
design and construction, and 
base defense. 

Upgrades: Weapon Mount 
(1X), Shield 


Use: Heavy defense structure 
that requires power from 
Power Plants. 

Upgrades: \Weapon Mount 
(1X), Shield 





LANDING ZONE 
Use: Used by the Transport to 
ferry units and credits between 
the main ED base and mission 
(x) area. (Campaign Missions only) 
Upgrades: Shield 
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WEAPONS PRODUCTION CENTER 

Use: Manufactures Land and 
Air armed units. 

Upgrades: Weapon Mount 

(1X), Shield 





REFINERY 
Use: Receives mined resources 
from ore carriers and refines 
those resources into credits. 
Upgrades: Shield 


SUPPLY DEP = 

== Use: Resupplies units. Requires 
a supply helicopter to ferry sup- 
plies to units in the field. 
Upgrades: Weapon Mount 
(1X), Shield 





SMALL TOWER 


7 Use: Small, self-powered 


defense structure. 


Upgrades: \Weapon Mount 
(1X), Shield 
MISSILE CONTROL CENTER 
Use: Controls missile silos con- 
taining conventional and nuclear 
armed missiles. Press (B) to 
deploy up to four missile silos. 


Upgrades: Shield 

aant a ti. en 
Use: Defeats the effect of UCS 
Shadow generators and also 
disrupts enemy communications. 
Upgrades: Shield 
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Use: Stores resources for 
use on evacuation project. 
(Campaign Missions only) 
Upgrades: Shield 


& 








POWER PLANT 

Use: Provides power for 
structures. Press to 
view the power grid. 
Upgrades: Shield 





TRANSPORT BASE 

Use: Refines mined resources 
into credits and automatically 
transports those credits to the 
Space Port at the main ED 
base. (Campaign Missions only) 
Upgrades: Weapon Mount 
(1X), Shield 


SHIP YARD 





Use: Manufactures all 
Water units. 

Upgrades: Weapon Mount 
(2X), Shield 


LARGE TOWER 

Use: Large defense structure 
that requires power from 
Power Plants. 

Upgrades: Weapon Mount 
(1X), Shield 





Use: Launches conventional and 
nuclear armed missiles for 
strategic bombardment. 
Upgrades: Shield 


TUNNEL ENTRANCE 

Use: Permits access to 
tunnel complex. These are 
self-powered. 
Upgrades: Shield 


e 
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BuiLDING Construction #1 (ED) 
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CURRENTLY SELECTED UNIT 


CONSTRUCTION SITE — A Green outline represents a 
valid site with available power; a Red outline repre- 
sents an invalid location; Lightning symbols represent 
a valid site but one outside the range of the current 
power grid; and Battery symbols represent a valid 
site but one without enough power. 


BUILDING UNDER CONSTRUCTION 
CONSTRUCTION COST COUNTER 
STRATEGIC MAP Ea E 


mands for selected object. 


STRUCTURES TAB — Displays all structures. Left-click 
a structure thumbnail to select it; right-click a 
thumbnail to center the screen over it. Double-click- 
ing a thumbnail will select it and switch the Control 
Panel to the Selection tab. 

PLATOONS TAB — Displays all platoons, if any. 


10) UNITS TAB — Displays types of civilian units, e.g., 
Builders, Suppliers, Repairers, and etc. 


BuiLDING Construction #2 (UCS) 


e a al : af ii 1) SELECTED UNIT 
° CONSTRUCTION PANEL — Select a structure from 

Production, Economy, Defense, or Other types. 
CONSTRUCTION SITE — A Green outline represents a 
valid site with available power; a Red outline repre- 
sents an invalid location; Lightning symbols represent 
a valid site but one outside the range of the current 
power grid; and Battery symbols represent a valid site 
but one without enough power 


UCS POWER GRID — Press F9 to display the power 
grid. Green Bolt symbols indicate powered areas; Blue 
Bolt symbols indicate areas where Energy 
Transmitters can extend power grid. 


STRATEGIC MAP 

AVAILABLE CREDITS — 

SCROLL ARROWS 

COMPASS — Shows which direction is North. 





